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Velociraptor was a fast, smart, and strong hunter. 
Although only about the size of a wolf, it could down 
much larger dinosaurs. In fact, ’raptor skeletons 
have been found locked in combat with other 
dinosaurs! 

The ’raptor’s most lethal weapons were its wide 
jaws filled with sharp teeth, and one razor-sharp 
claw on the second toe of each hind foot, with which 
it slashed its prey. 

The Velociraptor lived in the late Cretaceous period, 
some 80 million years ago. 
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18 Feet TALL, 42 reet LONG, 5 TONS (UU 


A T-rex standing upright could have looked into 
a second-story window. 

The teeth of a T-rex were seven inches long. It 
was the only known dinosaur to leave a three-toed 
track. 

A T-rex could run 15 to 25 mph and live up to 100 
years. 

T-rex lived in the late Cretaceous period, 65 million 
years ago. 


The Stegosaurus can he recognized by the double 
row: ef thin, spiny vertical plates jutting from its 

ack. 

The Stegosaurus has a thick, heavy tail with four 
tall spines back toward the tip. In combat, the 
Stegosaurus could whip his tail around and slash 
enemies with the spines. 

The Stegosaurus is remarkable for its small brain: 
It weighed only 2.5 ounces and was about the size 
of a golf ball! 

Stegosaurs lived in the late Jurassic period, 150 
million years ago. 
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Triceratops means ‘‘three-horned face.”’ It got 
its name from the three horns on its brow and 
nose. 

Some Triceratops had horns up to 40 inches 
long—the size of a golf club. 

Triceratops attacked by charging at its enemies 
and using its horns to gore them, much like a bull. 

Triceratops lived in the late Cretaceous period, 
65 million years ago. 
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Compsognathus is one of the smallest known 
dinosaurs, about the size of a hen. By itself, it probably 
couldn’t harm a human—but if a mob of them 
attacked, watch out! 

Compsognathus was a fast runner and looked like 
a wingless bird. It had three-fingered claws on its 
feet and very sharp teeth. 

This is one of the only dinosaurs known to have 
eaten its own kind. 

Compsognathus lived in the late Jurassic period, 
150 million years ago. 
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The head of the Pachycephalosaurus was thick 
and bony and covered with bumps. Its skull was 10 
inches thick. 

It needed a thick skull, too, because these 
dinosaurs fought by butting their heads together, 
just like mountain goats. 

It may have also used its head spikes to dig up 
vegetation. 

Pachycephalosaurus lived in the late Cretaceous 
period, 65 million years ago. 


The Mamenchisaurus is a sauropod, a group of 
dinosaurs that includes the Apatosaurus. Sauropods 
had long necks and ate vegetation. 

This creature can he recognized by its neck, 
which was the longest of any dinosaur. Its neck 
could be anywhere from 36 to 50 feet long—as 
much as half the length of its entire body! Its neck 
was three times the size of a giraffe. 

The Mamenchisaurus lived in the Cretaceous 
period, 95 to 65 million years ago. 
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> Parasaurolophus is known for its skull crest, a long 
horn-like tube that arced back from its head. The tube 
was hollow, and the dinosaur could make sounds by 
sending air through it. This crest was twice as long as 
its skull. 

This dinosaur could walk upright or move on all 
fours. It ate pine needles, oak leaves, and other tough 
tree material. 

Parasaurolophus had keen senses of sight and hearing 
and so could sense danger approaching. It could run away 
and probably swim as well. 

Parasaurolophus lived in the late Cretaceous period, 
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Pteranodon was a flying dinosaur, about the size 
of large turkey. It had claws atop its wings and a 
long, toothless beak. 

The wings of this dinosaur had no muscles in 
them, so they couldn’t flap them like most birds 
hgh had to rely on wind currents to take off and 
to fly. 

It is believed that Pteranodons always roosted 
upside-down, like bats. 

Pteranodon lived in the late Cretaceous period, 
65 million years ago. 
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> Like a bird, baby T-rex would have been born from 
an egg in a nest. Its mother would have brought it 
food for a while and then taught it to hunt on its 
own. Rather than straw, the nest would probably 
have been made of dried mud. 

But even a baby T-rex was an armful—the one 
Ian and Sarah saved was four and a half feet tall! 
And though still an infant, its powerful jaws meant 
the baby was still able to defend itself. You don’t 
want to attack a baby T-rex—you’ll make its parents 
very, very angry. 
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The Gallimimus was the largest of the birdlike 
dinosaurs, looking something like an ostrich. 

Gallimimus was also one of the fastest of this 
type of dinosaur, moving up to 25 miles per hour. 

The hands of a Gallimimus wouldn’t allow it to 
grasp and tear meat. But it might have clawed at 
the ground and eaten the eggs of other dinosaurs. 

The Gallimimus lived in the Cretaceous period, 
95-65 million years ago. 
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DNA (deoxyribonucleic acid) is often 
called ‘‘the building block of life.”’ This 
is the special chemical that makes up 
chromosomes, or DNA strands, which 
are present in all plant and animal cells. 
DNA can replicate itself to transmit 
genetic information from parents to 
offspring. Your DNA determines what 
color your hair and eyes are, how tall you 
might be, and hundreds of other details 
about who you are. It’s by getting 
dinosaur DNA that Hammond is able to 
clone the beasts. 
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65 million years ago. 
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Roll on the chart below: 
You roll « 13: Injured! Subtract one from 
| your die rolls. 
| You roll @ 2: You find supplies! Add one to 
| your die rolls. ~ 
| You roll a 3: First-aid kit! Heal any injuries. — 
| You roll a 4: Hiding place! Automatically 
| dodge the next dinosaur attack. 
| You roll a 5: Clue! Add one to your Perception 
| and Mind rolls only. 
| You roll a 6: Roll again. 
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A mathematician and scientist, Ian is the only 
member of the Lost World team to have visited 
Jurassic Park. He’s seen what the dinosaurs 
can do and respects their power. Though he 
believes they should never have been bred, he 
takes action to stop them from being exploited 
by the new leaders of InGen. 
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Kelly, Ian Malcolm’s daughter, is headstrong 
and reckless. She stows away on the expedition 
to the Lost World to be with her father—and 
gets a lot more adventure than she bargained 


for! Kelly is quick-thinking and a fast runner, 
two skills you need to survive when ’raptors are 
on the hunt. 
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Glossopteris is an example of a deciduous 
tree—that means its leaves fall off when 
the cold weather comes. Deciduous trees 
were very common in the Permian era, 
but as the weather grew warmer, ferns 
and conifers became much more wide- 
spread. Many plant-eating dinosaurs ate 
the leaves off of deciduous trees, espe- 
cially Apatosaurus and Mamenchisaurus, 
who could reach all way to the high limbs 
of the tree. 
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Nick is a cameraman and an environmentalist. 


He believes the dinosaurs should be protected 
and respected like any living thing. Nick leads 
the fight to save them from InGen’s hunters. 

He’s hot-tempered and takes dangerous risks. 
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Roland is a master hunter who has been all 
over the world and tracked every sort of 
animal there is. In the Lost World, he finds a 
new challenge: tracking down the mighty 


Tyrannosaurus rex. Roland is canny, smart, and 
only feels truly alive when he is on the hunt. 
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Anthophyta, or “flowering plants,” are 
the largest family of plants in the world. 
Just as we get much of our human food 
comes from these plants (fruits, 
vegetables, nuts, etc.), the dinosaurs 
also used anthophyta for sustenance. 
Nobody knows when anthophyta first 
appeared, but these plants came to 
prominence in the mid-Cretaceous. 
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Sarah is a paleontologist who travels to the 
Lost World to study the way dinosaurs live. For 
her, this is a chance to see things she’s only 
imagined before. She knows more about 
dinosaurs than anyone on the island, and she 
helps free them from the new InGen leaders. 
She’s smart, stubborn, and brave. 
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Ludlow is a businessman, determined to find a 
way to make money off the dinosaurs in the 
Lost World. He funds an expedition to hunt 


them down and bring them back for exhibition 
in a zoo. Ludlow is intelligent, greedy, and 
doesn’t understand just how dangerous the 
dinosaurs can be. 
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Conifers are cone-bearing trees and 
include redwoods, pine trees, sequoias, 
and other evergreens (trees that retain 
their leaves year-round). A dinosaur 
could eat the cones that fell from the 
trees, the needles that grew from the 
branches, and sometimes even the 
bark! Parasaurolophus is believed to 
have eaten pine needles and other parts 
of conifer trees. 
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Eddie is an engineer and technical whiz who 
finds himself caught up in the events of the Lost 
World. He sees the beauty in the mammoth 
dinosaurs that stalk the island . . . and he sees 
them at their deadliest. Eddie is clever and 
trustworthy and makes the ultimate sacrifice 
for his friends. 
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Ajay is the long-time hunting partner of Roland 
Tembo. Like Roland, he is always looking for 
new challenges. He thinks he’s found one in 


the beasts that populate the Lost World. Ajay is 
an excellent hunter and tracker, and very loyal 
to Roland and to the other men he works with. 
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Insects—like this ancestor of the modern 
net-wing—were a big part of the world of 
the dinosaur, just as they are today. 
Dinosaurs like Compsognathus often ate 
insects, but they weren’t necessarily the 
little creatures we know now. This insect 
might have grown as big as a foot in 
length, and some centipedes gréw up to 
six feet in length! The Neuropterum prob- 
ably lived near water and didn’t so much 
fly as glide on air currents. Net-winged 
insects can be found all over the world. 


| i xis Wo ag west wor i 


sah: 


debe Hihed br bine wins vectetianrtncettitltir ttn. ie etme a atliinie . «2 


eh + Get aRS 


4 a6 . eats fra) — —s 


y oe 


Ae sibs 
Ene | app L 


Sy ae TOALL || \ : at + 
\_t ,PERCEPTION | \ ' J , MIND || \ |! , PERCEPTION © 
TOTALS | TOTALS 


/ 
, TOTALS ° 
= a 
> 


' ERERUaS Veuwwicern | Tee eee 


a oo 
OOO | 


a a RIT LR ee aC 
t 


—— 
anne 
otinee 


: - 
4 


| 
| 
: 
| 


ERRPRCECTC ACTER RRR Os 
+ 3 


Y 
mn 
n 


sty 


AGILITY 


_ —. . ee eae iP 25° 7 ok a — — ES i a — 


BOOK DESIGN BY KRISTIN LOCK 
WRITTEN BY GREG FARSHTEY 


THE LOST WORLD: JURASSIC PARK™ & © 1997 Universal City Studios, Inc. and Amblin Entertainment, Inc. 
All rights reserved. 


Copyright © 1997 MCA Publishing Rights, a Division of Universal Studios, Inc. 
Game system copyright © 1997 West End Games Ltd. All rights reserved. 
Published by arrangement with MCA Publishing Rights, a Division of Universal Studios, Inc. 
| Published by Price Stern Sloan, Inc., 
A member of The Putnam & Grosset Group, New York, New York. 
Printed in the U.S.A. Published simultaneously in Canada. 
No part of this publication may be reproduced, stored in any retrieval system 
or transmitted, in any form or by any means, electronic, mechanical, photocopying, 

recording, or otherwise, without the prior written permission of the publisher. 


ISBN 0-8431-7946-5 
First Edition 
13579108642 


Jurassic Park Has been shut down. | 
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ears ago, a team of scientists visited Jurassic Park and 
saw for the first time what seemed a miracle: dinosaurs, relics — 
of a bygone age, reborn through the science of cloning. It 

: seemed too good to be true. And the idea that creatures so 

| ) powerful could be kept caged seemed too much to hope. 

| 


A combination of storm and sabotage let the beasts loose and 
terror followed. 
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Now the park has been torn down. . . but the story is just | 


: beginning. On an island 80 miles from Jurassic Park, code- 

named “Site B,” the dinosaurs were bred and reared. A 
hurricane wiped out the laboratories there and the dinosaurs 
: were left to roam free, to breed, to dominate. John Hammond, 
creator of Jurassic Park, sends in a team of scientists and 
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Playing The Lost World: Jurassic Park™ Role-Playing Game is easy and fun. But before you start, you might be won- 
dering: Just what is a role-playing game, anyway? 


Maybe you sat in the movie theater watching The Lost World: Jurassic Park™ and wished you could be part of an excit- 
ing story like that. Maybe you would have done everything just the same way as the characters in the movie did. . . or maybe 
you would have done it all differently. Well, a role-playing game lets you be the star in your own movie! 


In this three-part game, you pretend to be a character in the Lost World, facing all sorts of dangers as you confront the 
mightiest creatures of all time: the dinosaurs. You decide what to do in the story, and what you decide will either lead to your 
character being a hero... or lunch for a hungry T-rex! 


You can play by yourself or with friends. Just have your friends choose characters, too. In this book, there are three complete 
adventures. Each adventure starts with an introduction telling you what you must do to win. Just follow the directions each 
adventure gives you. Which way the story goes depends on what you decide your character should do—and since there’s more 
than one way to win, you can enjoy each adventure more than once! But be warned—the Lost World is a dangerous place. Only 
the best players will make it through all three adventures. 


All you need to start playing is this book and a six-sided die (one from a pair of dice like the kind you find in most board games). 


The first thing you should do is turn to the two pages of cards in the book. These should be punched out and made into three 
decks: 
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Set the DNA card aside for now—we’ll get to that later. 
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Now look through the character cards and pick who you would like to pretend to be in the first adventure. Each character card 
has a picture of someone from the movie and a description on the back. Also on the back are the “‘stats,” or statistics, for that 
character—how strong he or she is, how smart he or she is, etc. There are four stats: Agility, Strength, Perception, and Mind. 
The mer the number, the more the character has of that particular quality. 


Agniity i 1S Rov fast | b 4 coordinated the character is. A character with high Agility can climb trees, run fast, or sneak 
around qulety: A Enararter with low cathe might trip over his or her own feet. 


Ptrengih. is rol WE a Aeterattor can lift or how well he or she can pull herself up. A character with high Strength could 
hold a door shut even when a Velociraptor was trying to get in; a character with low Strength would have a hard time 
iat a fii or ee onto a uv anne 


the a iaales a ‘character with ioe pibeeestn might get lost a lot, or have a hard time spotting ’raptors in the jungle before they 
spring. 


| Mind i is a ‘measure of how smart the character might be. A character with a high Mind number probably knows a lot of things 
and can remember them; a character with a low Mind number is forgetful and might not always come up with great plans. 


Each character is good at some things, not so good at others. Pick out which one you want to pretend to be, and take that card 
out of the deck. You can always choose someone else to play in another adventure. You can also play that same character again. 


Any time your character is going to try something in an adventure and might fail, you’ll be asked to make a roll. It might be an 
Agility roll, Strength roll, Perception roll, or Mind roll—the adventure will tell you which. Keep a pencil and some scrap paper handy. 
All you have to do is roll the die and add the number to your stat number on the back of your character card. So if your 
character had a Mind of 8, and you rolled a 4 on your die, your total for this roll would be a 12 (8+4=12). That’s all there is to it. 


The dinosaur cards will be a big help to you in the adventures. You might have to look through them to find out which kind of 
dino you have just met, and whether it eats plants—or you. For example, suppose you came upon a great, big, three-toed 
footprint—what sort of dinosaur might have left that? Read the dinosaur cards and see if you can find out. (Here’s a hint: Run, 
don’t walk, away from where thaf dino was going!) 


The plant cards have pictures and facts about some of the things that grew back in the Jurassic and Cretaceous periods, when 
many dinosaurs lived. You might need to identify a plant during an adventure on your way to winning. 


Finally, there’s the DNA card. This is a ‘‘wild card.” If it appears in the adventure, you roll a single die and read the card to 
see what happens. Your character might run into a dinosaur, find a clue or a piece of equipment, or get some other kind of sur- 
prise! 


Once you have picked your character and you have your die, you are ready to play. Go to the first adventure! And good luck 
journeying through the Lost World! 


é ae 7 | ps ee — = on 
a es ee oS S B “ Up as ~ “4 @ 
oa Ta oy, Se 4.3, x j | ate * &, = 3 ‘ 
if 7 » = x9, 
bi “Me oi Es Ai Ki 
é 


AGILITY = 


i Fides 
avs BD) 


a 


2 


STRENGTH 
; 
: 


RCEPTION 


lan 


Journal 


at esday 

I don’t dig for bones and chase fossils. I’m a mathematics 

: I work with numbers and theories about how the laws of ; 
_ science and the laws of nature work together. Four years 
“Just a weekend,” they said. “It’ll be fun,” they said. 


ae show for cae pee er. >» When it was all over, we were lucky to ¢ 
iS 1 1 one pie ee ee 


what I saw and what the results cov 
tamper with the natural order of tl 


£0, alone, into the middle of this “Lost World,” and somebody has 


“I can’t believe I’m going back to ‘this madnes 


ago, they talked into visiting Jurassic Park. 


Fun? I wound up on the run from a living, breathing | 
LN es rex ee for a human snack. I still have a bad leg to 


was over. PvE ses the tase few years tr ving ; to vit BU OF 
id be if humans ees trying to 
ing 3. I’ve been laughed at and 
ed. My reputation is pretty muc Fic | | 

So now it turns out that them are other dinosav rs- 
island of them. Why am I heading back again? a 
| That’s simple. The woman {care about was chazy enoud 


et her out of there. I know her. She’ll see it as a “great = 
ortunity” to study dinosaurs face to face, and never > think ofthe & 
ure, it’s awe-inspiring and it’s wonderful—until you have * 
hing as big as a house chasing you down a road and planning to 
make a meal of you. But once we’re s off the island, that’s it for me and 
20-fc oot-tall terrors. Never again! 2 


I know what Ian would say if he were here. “This is crazy. You don’tknow what > 

ae ‘re doing.” He wouldn’t realize that all the stories he told about Jurassic Park led — 
me here, to this island, this sanctuary for creatures that died out millions of years 

ago. This is my chance to see with my own eyes things I’ve always imagined . . 

and to prove my imaginings were right all along. 


-[’ve had a love affair with dinosaurs my whole life. I’ve been a paleontologist for 
years. But I’m tired of scratching around in rock and bone and making guesses about — 
what happened 65 million years ago. No matter who I know or what I believe, I’ve _ : 
- never been able to prove any of it. But now... now I can sit and watch Stegosaurs 

rear their young in the wild. They’re not just bones wired together in a museum, or 
_ pictures in a book, or even computer-generated figures in a documentary. They're 


alive! I can see them, touch them, even live among them (as long as I’m careful). 


The toughest thing about ail this is not to contaminate the site. No perfumes, no 

insect repellent, no deodorant, nothing whose scent would seem out of placeor 
draw attention. All my food has to be kept sealed in plastic bags. If I do anything Be : 
affect the site or the animals, all my findings will be suspect. 


But it’s all worth it. For hundreds of years, everyone has thought of dinosaurs ree se 
vicious lizards that didn’t care for their young. I have a chance to change all that. I _ 
have a chance to prove that dinosaurs were nurturing, caring parents, and to prove — 
it with actual mies 3 not just piles of fossils. It’s a dream come true. It’s a miracle. 
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Hammond hired me because |'m the best. That! s What he said. 
And even before he explained, ) knew he wanted more than 
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someone who Was good with a camera. He wanted somebody Who 
cared as much about old Mother Nature as he did and was 


willing to take some risks to protect it. 


See, Hamed knows what's gcing on. As soon as his nephew), 
Peter Ludloss took over Inéen, even a tive year old could tell hed 
dinosaurs Weren + 901g to stay sate and secure on their little 
island tor long. For all his taults, Hammond sees them as living 
creatures with a right to liye. Ludlow sees them as dollar signs 

on the hoo “2 quick and dirty way to make back some of what the 
sere Ec lost on Jurassic Fark. 


So Hammond ined me. It everything goes well, I'm just supposed FO 90 
along with Sarah Harding and lan Malcolm, capturing on Film and yideo 
everything they see. But if the worst happens—as I'm sure it will-and 
InGen shows up looking to trap these beauties, it's my job to stop them. 

l€ that means sabotage, then that’s what it means. I'll try to do it without 
putting wd else at risk, but | cad’t promise anything. 


I'm trying my best +o prepare mYselt for what I'm going to see. I’ve put myYselt 
between whalers’ harpoons and some ot the most magniticent beasts on this planet— 4 
and they're miacows compared +o what Hammond says is on that island. | 


lf he's telliag the truth, I’m venturing into territory 10 


envi irorment alist ever has before. 


ge 
é ““SPort 
| ee Wednesday | . i 
@ I wish I knew exactly what I was getting into. | 
pag | | 
. I’m an engineer. Put me in a room with machines, and ’ | 
e mg I can make them work. Give me some wires, some batteries, | 
been and a few spare parts,and I can create anything you want | 
a to name. Hammond sent me on this expedition because he | 
-~@ needed someone comfortable with the high-tech equipment. | 
= So here I am, a machine man on his way to the wildest | 
uae : jungle on Earth. | 
ee Oh, I know what’s supposed to be waiting where we’re going: 
-@ dinosaurs. That’s what Mr. Hammond said. I wasn’t sure I believed — 
~ en. it then, and I’m not sure I do now. Dinosaurs in the 20th century? | 
ped And nobody knows about them but this one corporation? That’s | 
ae quite a collection of big secrets to keep... . 
-@ : I’d like to think I’m ready for anything. I’ve got a Global , | 
> Positioning Sensor to help track down Sarah. And I’ve got a Lindstradt - | 
ee air rifle in case anything gets in our way. But Malcolm keeps 1 | 
ood wae saying it’s not enough—that nothing Nick or I do can prepare ‘ | 
ws us for what Hammond has created. “Don’t take the place lightly,” | 
= he keeps saying. | 
- To be honest, he’s starting to get on my nerves. For a mathematician, 
me he sure doesn’t know much about machines. I don’t think he’d even | 
vas! _ know how to turn on a calculator. You have to treat a machine with 
+> care—love, even—if you want it to work for you. The more ie ar ail 
eS the machines, the more that holds true. | 
pre , Besides, he’s probably worried over nothing. Dinosaurs? ; 
JED ‘ i. ‘ | 
anal I'll believe it when I see it... . é | 


FOr as long as I can remember my father has been running here and there. 
speaking dates, book signings, talk shows, that sort of thing, back when he was 


married to Mom. I stayed with her atter the divorce because he always had someplace 
to be. 


Everything changed tour years ago. He had gone away to some island for a 
weekend—a “paid vacation,” he called it He came back .... different Not just physically, 
though his leg had been pretty badly beat up. He looked like he had been in a wan Then 
one night he explained it all to me: how this man named Hammond had cloned dinosaurs, 
how they got loose, how people died, and how he almost died, too. At first I thought 
he was joking. But the look in his eyes said he was telling the truth. 


Even when people laughed at him or said he was ging, I believed. I Knew that 
something horrible had happened on that island, something that had scarred a lot 
more than his leg. Arter that, he started going on dinosaur digs. I don’t know. Maybe 
seeing them as just fossils mace him less afraid. © 


i few weeks ago, my Mom decided to go to Paris, 3 
e@ She dropped me of f with Dad in New York. She does ay 4 
Q) things like that sometimes. I figured, okay, Dad and I 

©) could spend some time togethen Then I find out that 
he's running off again. He wouldn't tell me where, or 
why I had to stay with boring old Karen instead of 

Saran, It was weird. First he said I couldn't go with 
him, then he said I shouldn't listen to what he said, 


So I figure he really wants me to come along. 
And even if he doesn’t, I won't be left behind 
again. I'm his daughter all the time, right not 
just when it's convenient for him. That's why 
I'm here, writing this in one of the trailers by 
flashlight We're on the ocean. I don’t Know 
exactly where, but I think we're heacled for 
some island off of Costa Rica... 


my Wri 


RT 


Friday 

In my time, I’ve done it all. Hunted tigers in India, elephants in 
Africa, lions on the veldt. Any quarry you can think of, anything 
that’s worth the chase, I’ve taken on. My trophy room is lined with 
the heads of dangerous animals who found out the hard way that 
I’m more dangerous. | 


So here I am, on the wrong side of 60, and out of challenges. Sitting 
in some little bar in Mombasa, nursing a drink, and along comes 
Ajay, my old partner. He says he’s got something new for me to 

~ hunt—a well-funded expedition to some little island in the Pacific. 
What do you think I did? I laughed. In this whole wide, wonderful 
world, there isn’t anything left to challenge me, I said. 


But I was wrong. Somewhere on that island is the greatest predator 
that ever existed: Tyrannosaurus rex. The ultimate hunter. And the 
ultimate prey. Compared to that beast, humans, with all their 
weapons and all their intelligence, always have to take second place. I 
don’t like coming in second to anything. 


This creature shouldn’t even exist anymore. Don’t ask me to explain 
why it supposedly does. All I know is they offered me whatever I 
wanted to lead a safari on that island, and I wanted one thing: the 
chance to hunt a T-rex. I brought my old elephant gun and a box full 
of the biggest full metal jacket cartridges ever made. It will be my 
wits, and my gun, versus the T-rex’s size, strength, and cunning. May 
the better hunter win. 


In the meantime, I have to put up with Ludlow and his corporate 
cowboys. All he’s worried about is how many dinos he can crate up 
and bring back to put on display. Well, let him have his plant-eaters 
and his amusement park and his millions. 


The rex iS mine. 


2Catcl. 


= — 


INGEN PRODUCTION 


TAG AND RELEASE 


TRICERATOPS 


THREE-HORNED WARM- 
BLOODED AGITATED EASILY 
FAIRLY AGGRESSIVE 


Monday, 2:45 p.m. Uncle John is a stubborn man. Maybe that’s what made him keep 
trying to recreate dinosaurs when others would have given up. But even he had to 
realize his cause was lost when | arrived today. The Board of Directors is firmly 
behind me. We’ve lost enough money on this Jurassic Park fiasco. It’s time to start 
making some of it back. 


And now InGen Corporation is mine. 


| wasted no time. I’ve already started putting together a hunting expedition to Site B. 
Those creatures are the property of InGen, and like all our property, they are going 
to have to start turning a profit. I’m going personally to lead the effort. We’ll bring 
back as many as we can, alive and unharmed, and Uncle John’s original dream will 
live again. Only this time, it won’t be on some island in the middle of the Pacific. It’ll 
be right in the heart of California! 


Ran into Malcolm on his way to see my uncle today. He still insists we should tell the 
public the truth about Jurassic Park. Well, he’s going to get his wish, but not quite in 
the way he wants. We’re going to draw back the curtain and let everyone see the 
miracle that Uncle John—no, InGen—created. Creatures that haven’t walked the 
planet in tens of millions of years, here and now, and they all belong to InGen! We'll 
make a fortune! 


Still, we have a great deal to do. | want this expedition properly equipped, from rifles 
all the way up to laser fences and cages to contain the beasts when they’re ours. 
I've already ordered some of our oil tankers to head for the Pacific, so they'll be 
available to ferry the dinosaurs back to the mainland. 


This time, nothing can go wrong. 
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o e of your friends is missing in the Lost World! John 
: ammond, owner of the island, sent you a cable yesterday 
with the bad news. Your friend has been hired by Hammond to 


do a study of how the Stegosaurus lives in the wild, but she 
hasn’t radioed in for days. Hammond wants you to go the 
island and find her, and the quicker the better! 


» Go tol. 


1 
As the boat speeds toward the island you know as the ‘‘Lost 
World,” you look at the chart Hammond has given you. All the 
meat-eating dinosaurs live in the center of the island; the 
plant-eaters live on the outer edge. If your friend was there to 
study the Stegosaurus, where would she be likely to be? 


Is a Stegosaurus a meat-eater or a plant-eater? Look at the back 
of the Stegosaurus card, and see if you can find the answer. 


» If you think Stegosaurus is a plant-eater, go to 3. 


» If you think Stegosaurus is a meat-eater, go to 5. 


2 | 
You can’t quite make out what is in the jungle, except that it’s 
big... very big. Slowly, cautiously, you make your way down 
the path. The noises grow louder. Suddenly the head of a 
dinosaur emerges from the dense foliage on your right! 


The dinosaur has a small head, only about 16 inches long, very 
narrow, with a rounded beak like a turtle. You can see that it 
has a double row of thin, spiny vertical plates sticking up on 
its back. It walks on four legs and has a thick, heavy tail with 
four tall spines at the end. 


Do you know what sort of dinosaur this is? Look through the 
dinosaur cards and see if you can find one that looks like this. 
If you can’t, read the backs of the cards, and see if you can 
find one whose description matches it. 


» If you think it’s a Stegosaurus, go to 6. 


» If you think it’s a Pachycephalosaurus, go to 37. 


3 ; 
You remember that Stegosaurus was a plant-eating dinosaur, 
so you would find one somewhere along the outer edge of the 
island. Hopefully, your friend is there, too. The boat drops you 
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off on the sandy beach and the captain hands you a radio. 


“We don’t want to get too close to this place,” he tells you. 
“So when you want us to pick you up, use the radio and we'll 
meet you here.” 


The boat pulls away, leaving you alone in the Lost World. Or 
are you alone? You hear a rustling in the bushes up ahead. 


¢ Make a Perception roll to see if you can tell what is making 
the noise. 


> If your total is 10 or more, go to 9. 


» If your total is less than 10, go to 22. 


4 

You peer into the jungle and can get a good look at what’s 
making all the noise. It’s a large dinosaur, 25 feet long and 11 
feet tall. It has a small head, only about 16 inches long, very 
narrow, with a rounded beak like a turtle. You can see that it 
has a double row of thin, spiny vertical plates sticking up on 
its back. It walks on four legs and has a thick, heavy tail with 
four tall spines at the end. 


Do you know what sort of dinosaur this is? Look through the 
dinosaur cards, and see if you can find one that looks like this. 
If you can’t, read the backs of the cards and see if you can 
find one whose description matches it. 


» When you think you know what it is, go to 6. © 


5 
You think the Stegosaurs were meat-eating dinosaurs, so you 


would find them somewhere toward the center of the island. 
Hopefully, your friend is there, too. The boat drops you off on 
the sandy beach and the captain hands you a radio. 


“We don’t want to get too close to this place,” he tells you. 
“So when you want us to pick you up, use the radio, and we'll 
meet you here.” 


There seems to he a path leading into the jungle. You don’t see 
or hear anything, so it is probably safe to start going this way. 
Suddenly you hear a rustling in the bushes up ahead. 


¢ Make a Perception roll to see if you can tell what is making 
the noise. 
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» If your total is 10 or more, go to 4. 


» If your total is less than 10, go to 2. 


6 
You never expected to see one in the flesh, but this has to be 
a Stegosaurus! And it’s eating the plants, so it must not be a 
meat-eater. It’s a good thing you ran across this dino, or you 
might have kept going toward the center of the island and 
never found your friend. 


The Stegosaurus doesn’t seem hostile. It looks at you, then 
lumbers off into the jungle. Seems like a friendly fellow. 


¢ Do you want to follow it? If you do, make an Agility roll to 
see if you can sneak quietly along behind. 


» If your total is 11 or more, go to 24. 


» If your total is less than 11, go to 10. 


¢ If you DON’T want to follow the Stegosaurus, you can keep 
going down the path. Go to 11. 


7 
The items don’t look familiar to you. But obviously someone 
has been here, maybe your friend, maybe not. Could be if you 
wait here long enough, someone will show up. . . . 


Wait a minute. What’s that noise? It’s coming from the back- 
pack. It sounds like .. . like a phone ringing. There must be a 
cellular phone in the backpack and someone is trying to call. 
That wouldn’t be so bad, except that the Stegosaurs have 
heard the noise—and seen you—and they aren’t happy about 
it, either. They’re heading your way in a big hurry. What now? 


» If you want to run away, go to 14. 


» If you want to try and hide, go to 16. 


8 
A whole heard of Stegosaurs is assembled in the clearing, eight 
in all, some adults, some juveniles. They’re feeding on the plant 
life that grows nearby, resting, and looking after their young. 
None of them seem to take any notice of you. But you catch 
something out of the corner of your eye. It looks like a backpack 
lying at the foot of a tree, with a torn, dirty shirt beside it. 
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» If your total is less — nt sie to 7. 


You spot a small dinosaur comi jing out of the bush. It’s about 
the size of a chicken, ae looks something like a wingless bird. 
It has long legs, a whiplike tail, and birdlike feet with three 
claws on each. a 


Do you know what sort of dinosaur this is? Look through the 
dinosaur cards and see if you can find one that looks like this. 
If you can’t, read the backs of the cards and see if you can 
find one whose description matches it. 


» If you think it’s a Compsognathus, go to 13. 
=» If you think it’s a Velociraptor, go to 38. 
| 10 
That last twig you stepped on broke with a loud snap. This time, 


the Stegosaurus is paying attention to you. In fact, it’s turned 
around and its massive tail is slicing through the air toward you. 


That tail has sharp spines, remember? You had better try to 
get out of its way. 


¢ Make an Agility roll. 
» If your total is 10 or higher, go to 20. 
» If your total is less than 10, go to 18. 


a 11 
You come upon a crevasse. It’s too far to jump, but you have 


to get across some way. There are three possible choices: You 
Can swing across on some vines; you can lay a log across the 
crevasse and make a bridge; or you can climb down and try to 
climb back up. 


NUMBER 


¢ If you want to try swinging across, make an Agility roll. 
» If your total is 12 or higher, go to 28. 


» If your total is less than 12, go to 30. 


¢ If you want to lay the log across and make a bridge, eke 
an Agility roll. 


» If your total is 11 or more, go to 28. 
» If your total is less than 11, go to 29. 
¢ If you want to try climbing down into the crevasse, go to 32. 


12 
You recognize the items as belonging to your friend. So she 
has been here, probably observing the Stegosaurs. Hopefully 
they didn’t observe her! Could be if you wait here long 
enough, she’ll show up.... | 


Then you remember something about the backpack. She 
always carried a cellular phone in there. You don’t know if it’s © 
still in there, or even if it’s working, but if someone should try 
to call her, the noise would attract the Stegosaurs, and they _ 
probably wouldn’t be happy. It’s too far away for you to reach. 
If you want to get your hands on it, you’ll have to leave your 


hiding place and go out into the open. 


¢ If you want to try and get the backpack, make an Agility roll 
to see if you can do it without attracting the gk ans urs’ 
attention. ee * 


rae 


>If your totalis12 or more, goto15. So, pe 


» If your total is less than 12, go to 17. 


your friend, go to 26. 


¢ If you just want to leave the clearing now and look : some- 
where else, go to 21. 


— something ir 


This dinosaur can’t be 
“Compy,” for short. It’s a meat-eater, but it sticks to insects 
and small animals. Still, where there’s one of them, there’s 
probably more—and if they’re hungry, you might look like 
lunch. Better keep moving. 


» Go to 11. 


14 

The Stegosaurs charge forward as you make a run for it into 
the jungle. Normally, you might have a chance to outrun them, 
but with all the vines, logs, trees, and bushes in your way, 
you’re slowed down and they’re gaining. At the last moment, 
you leap for an overhanging tree limb and swing up into a tree. 
Stegosaurs are powerful, but they can’t climb trees, a fact for 
which you are very grateful. 


The Stegosaurs slam their massive tails into the tree for a 
while, until a roar from the clearing draws their attention. Is 
enacing the rest of the herd? Maybe. At least 
they’re leaving you alone. 


You pause and look through the trees before starting down. The 


- good news is that you can get a really great view of the 


Stegosaur nesting area from up here. The bad news is the 


“menace” to the herd is your friend, who was taking pictures 
_ and has been spotted by the creatures. 


You have to help her—but how? 


You know that Stegosaurs are plant-eaters and are only being 
hostile because they feel their nest is being threatened. If you can 
get your friend away from the nest, she will probably be safe. 


¢ Make a Mind roll to see if you get an idea. 
> If your total is 10 or higher, go to 25. 
» If your total is less than 10, go to 33. 


e anything but a Compsognathus, or 


You’ve done it! You successfully got your hands on the backpack 
without the Stegosaurs seeing or hearing you. There’s only one 
problem. . . . The phone is ringing. And the Stegosaurs are turning 
toward you, wondering just what that noise might he. 


» If you want to try to run away, go to 14. 
» If you want to try to hide, go to 16. 


. | 16 
You dive behind a pile of rocks just as the largest of the 
Stegosaurs slams his tail into it. The rocks go flying and you are 
out one hiding place. Just as you think you are in deep trouble, 
there’s a noise from the other side of the clearing. It sounds like 
a camera rewinding. 


You look up and see your friend—with a look of complete shock 
on her face. She must have been taking pictures of the 
dinosaurs and run out of film. For the moment, you’re forgotten 
as they turn toward her. 

You have to help her—but how? — | 

You know that Stegosaurs are plant-eaters and are only being 
hostile because they feel their nest is being threatened. If you 
can get your friend away from ue nest, she will probably be 
Safe. 

¢ Make a Mind roll to see if you get an idea. 

> If your total is 10 or higher, go to 25. 

» If your total is less than 10, go to 33. 


17 : 
You stumble just as you reach the backpack. That’s more than 
enough noise for the Stegosaurs to take notice of you. They 


begin to lumber toward you, moving faster as they come closer. 


» If you want to try to run away, go to 14. 


»> If you want to try to hide, go to 16. 


18 
You dive for a hollow log, but just a little too late. One of the 
Stegosaurus’s tail spines scrapes across your leg, giving youa 
nasty cut. Fortunately for you, the spines bury themselves in 
the log and the Stegosaurus can’t get them free. If you hurry, 
you can get away. 


e You are cut and bleeding. Make a Mind roll to see if you 
know how to bandage the wound. 


e If your total is 10 or more, you have bandaged the wound 
correctly and aroppee: the bleeding. Fortunately, it’s only a 
flesh wound. 


e If your total is less than 10, you have botched up bandaging 
yourself. Subtract one from each of your die rolls for the rest 
of the game. 


» Go to 27. 


19 
No matter how hard you look, you can’t find where the sounds 
are coming from. And now you are hopelessly lost in the 
jungle. You’re going to have to stay put until a rescue party 
comes and finds you. Eventually someone will find you— 
maybe even your friend! 


» Go to 23. 


20 
That was way too close! You dive into the safety of a hollow 
log just as the Stegosaurus’s tail spines bury themselves into 
the wood. The Stegosaurus is roaring with frustration as it 
tries to free its tail. This might be a good time for you to make 
yourself scarce. 


» Go to 2/7. 
21 


You slip away from the clearing and are a little way down the 


trail when you hear roaring coming from the Stegosaurs. You 
turn around and peer through the brush. You spot your friend! 
She must have been taking pictures of the dinosaurs from the 
other side of the clearing and somehow attracted their attention. 
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Now they’re after her. 


You have to help her—but how? 


You know that Stegosaurs are plant-eaters and are only being 
hostile because they feel their nest is being threatened. If you 
can get your friend away from the nest, she will probably be 
safe. 


e Make a Mind roll to see if you get an idea. 


»> If your total is 10 or higher, go to 25. 
» If your total is less than 10, go to 33. 


22 
You can’t make anything out clearly, but the rustling is get- 
ting louder. Suddenly, a little dinosaur springs out onto the 
path. It’s about the size of a chicken, and looks something like 
a wingless bird. It has long legs and a whiplike tail, and claws 
on its birdlike feet. 


Do you know what sort of dinosaur this is? Look through the 
dinosaur cards and see if you can find one that looks like this. 
If you can’t, read the backs of the cards and see if you can 
find one whose description matches it. 


» When you think you know what kind it is, go to 13. 


23 
This is a little embarrassing. You set out to rescue her, and she 
has to rescue you. But at least you are both okay. 


“This place is amazing,” she whispers. “T’ve gotten some 
wonderful pictures of the Stegosaurs, and learned more about 
them in a day than in ten years of digging in the dirt. There’s 
still a lot more to do, though. As long as we keep quiet and 
don’t attract the attention of the dinos, we should be fine.” 


Just as she says that, you hear a roar overhead, but not the kind 
made by dinosaurs. No, this is the kind made by—helicopters! 
And they’re landing on the island! 


@ Whatever this means, it can’t be good. Go to the next 


adventure in this book. 


24 
Somehow, despite all the dense growth, you manage to creep 
along behind the Stegosaurus. It seems as if you travel a long 
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way through the jungle before you finally reach a clearing .. . 
and there you see a sight that astounds you! 


» Go to 8. 


25 
. All you can think of is to distract the Stegosaurs in some way. 
You pick up some rocks and begin throwing them into the 
clearing, in the opposite direction from your friend. They 
strike the trees with a loud crack. The Stegosaurs turn at the 
noise and lumber over to investigate. Seeing her opportunity, 
your friend scurries over to you, smiling. 


» Go to 34. 


26 
The minutes slip by with no sign of her. Suddenly there is a 
sharp sound. It’s coming from the backpack! It’s her cellular 
| phone, and it’s ringing! Worse, the Stegosaurs have heard it 
too, and they’re coming in your direction. 


» If you want to try to run away, go to 14. 


» If you want to try to hide, go to 16. 


27 
Well, following that Stegosaurus is pretty much out of the 
question. But you know it’s heading west. Maybe you can 
work your way through the jungle and still get where it is 
going. You’ll need to go a little further down the trail, though, 
to find a place you can easily slip into the foliage. 


» Go to ll. 


28 
With a little luck, you make it safely across to the other side 


of the crevasse. There you see dinosaur tracks. A herd seems 
to have passed through here. You can tell they walked on four 
legs, and some must have been babies. They made a path into 
the jungle, heading west. If this trail was made by Stegosaurs, 
it might lead to your friend! 


e Make a Perception roll to see if you can follow the trail. 


» If your total is 11 or more, the trail leads you to a clearing 
in the jungle. Go to 8. 


» If your total is less than 11, go to 31. 
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29 
You take a misstep on the log and lose your balance! You’re 
falling into the crevasse! 


» Go to 32. 


30 
You’re halfway across when the vines suddenly snap! You’re 


falling into the crevasse! 


» Go to 32. 


31 
You walk deep into the jungle and suddenly lose the trail. 
Worse, now you’re not sure how to make it back to the path. 
In the distance, though, you can hear the sounds of dinosaurs 
moving and roaring. You don’t know what kind they are, but 
it seems like there must be a good number of them. 


e If you want to try to find them, make a Perception roll. 
» With a total of 10 or more, you come upon a clearing. Go to 8. 


» If your total is less than 10, go to 19. 
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37 
Pachycephalosaurus wasn’t what your friend was looking for. 
Still, it might not hurt to follow it. Perhaps it will lead you to 
a watering hole where Stegosaurs might be found. 


As you creep along behind it, you notice again the plates on its 
back. Something your friend once said comes back to you: 
‘“‘We don’t really know if the Stegosaur’s plates ran down its 
back or were on its sides.” 


Could this be a Stegosaur? It must be! 


¢ Do you want to keep following? 


° If you do, make an Agility roll to see if you can sneak quietly 
along behind. 

» If your total is 11 or more, go to 24. 

» If your total is less than 11, go to 10. 


¢ If you DON’T want to follow it, you can keep going down the 
path. Go to 11. 


38 
You shudder with fear at the sight of the Veliciraptor, even 
though it seems a little small. It must be an infant. And why is 
it eating insects? For that matter, it doesn’t seem interested in 
you at all. Maybe it’s not a ’raptor. 


Could it bea Compsognathus after all? 
+» You should probably be moving on. Go to 11. 


foe j. dh 


39 
You barely escape with your lives. Now you just have to find a EEE GRE RSS du fiak SEN = alae eS 
quick and quiet way to get off the island. ” es = 


Suddenly, there’s a roar overhead—helico; 


© Go to the next adventure in this book. 
PERCEPTIO 


{ADVENTURE 2: __ bull 


bu were the only ones on this 
saurs. Now you know you were 
aad, Es low. Beneath 


e Make a vlc ‘oll. 


» If your total is 10 or higher, go to 1. 


» If your total is less than 10, go to 3. 


1 
You can read the word INGEN on the tails of the helicopters. 
Men are pouring out of the helicopters and breaking open the 
cargo containers. Inside are jeeps, guns, rolled-up tents, and 
all sorts of other equipment. It looks like they’re setting up 
camp—and planning a hunt. 


¢ Make a Mind roll to see if you know what InGen might be. 
» If your total is 11 or higher, go to 5. 
» If your total is less than 11, go to 7. 


2 
You’ve decided to help the hunters while your friend goes 
back to the beach to see if she can find any of her equipment. 


ome You work your way carefully down the ridge. Up ahead of you 


__ is a tree with lots of leaves, some of which have fallen off and 
drifted to the ground. Others, especially on the higher branches, 
te like they might have been eaten. 


Do you know what sort of tree this might be? Look through the 
- three plant cards and see if you can find one that sheds its 
leaves. ™ 


» When you think you know what it is, go to 4. 


NUMBER 


| 3 7 : 
You can’t make out anything that helps you to identify who — 
the helicopters belong to. But men are pouring out of them 
and breaking open the cargo containers. Inside are jeeps, — 
guns, rolled-up tents, and all sorts of other equipment. It 
looks like they’re setting up camp—and planning a hunt. 


They hop in the jeeps, guns at the ready, and roar away. No 
one has noticed you or your friend yet, but you will have to run 


along the ridge if you want to keep up with them. 


¢ Make an Agility roll to see if you can keep pace with the jeeps. 
» If your total is 12 or more, go to 9. 


» If your total is less than 12, go to 11. 


4 ; 
You recognize the tree as a Glossopteris, a tree that first flourished 
during the Permian era. In prehistoric times, this tree would have 
taken a backseat to conifers and ferns, but here it thrives. More 
evidence that the rules of nature have been bent here. _ 


You approach the trucks and hail them. Something about 
them suggests you shouldn’t-talk about your friend or why you 
were sent to the island. They might not like the fact that 
there’s someone else here. So you tell them that you were 
shipwrecked here a few days ago. 


¢ Make a Mind roll to try and tell a convincing story. 


» If your total is 12 or higher, go to 6. 
» If your total is less than 12, go to 8. 


5 $.: 
You recall that InGen is the name of John Hammond’s corpo- 
ration. It was InGen that built Jurassic Park and then vost 
millions when the park was closed down. But why would they 
be here, now? Unless . . . maybe InGen hopes to somehow use 
the sae sates oe created to make mee some A ae thas 
they lost. Mayl 


_ One of the other hunters points at the herd and says, 
-—“Parasaurolophus. We’ll get plenty for one of them.” 


The truck you’re standing on picks up speed. The other pursuit 


vehicles cut off the herd, forcing them back toward you. Two 


of the hunters fire tranquilizer darts into one of the animals. 
_ Dazed, it staggers toward your vehicle. You lean out, trying to 


keep your balance in the moving truck, ready to slip your rope 


: es around the dinosaur’s neck... . 

4 « Make an Agility roll to see if you do this successfully. 
olf your total is 12 or higher, go to 14. 
> If your total is less than 12, go to 16. 


) | 11 
You lose your way in the jungle for a few moments. 
| _ * Roll the die and then find the result on the back of the DNA card. 
: 8 Go to 12. 


a | | 12 
You finally manage to stumble back to the ridge in time to see 
_ the jeeps roaring into a clearing. A herd of dinosaurs is 


grazing there. The dinosaurs have thick, bony skulls with lots 


of bumps on them. Off to one side, two of them are butting 


their heads together like mountain goats. 


Do you know what sort of dinosaur this is? Look through the 
dinosaur cards and see if you can identify them. 


. When you think you know what they are, go to 13. 


13 
As the jeeps full of hunters roar toward the herd, you hear one 


of the men inside them shout, ‘‘Pachycephalosaurus!” The 


vehicles skid and turn, forcing the dinosaurs to run this way 
and that. One of the hunters takes aim and fires, hitting the 
beast with a tranquilizer dart. It staggers and falls and other 
men attach a winch to it. Two six-foot-long padded arms open 


-__up on the front of a truck, and the Pachycephalosaurus is 
- tleposited between them as if it were caught in a pair of 


scissors. That truck drives over and drops the dinosaur into the 


: _ hack of another truck. A cage door closes, trapping it there. 


You have to make a decision. The hunters are going to keep 
trapping dinosaurs and then take them back to the United 


— States, probably to put them in a zoo. Do you think that’s 


right? Do the hunters have the right to do this since they own 


_ the island? Or do the animals have rights, too, since they 
_ aren’t hurting anyone here? 


Do you want to help the hunters or try to free the dinosaurs? 


» If you want to help the _— go to 2. 


| 14 
With a great effort, you manage to slip the rope over the 
dinosaur’s neck. Three other wranglers do the same and 
together you drag the animal down to the ground. Someone 


PERCEPTION 


who must be a vet runs up and injects the dinosaur with a 
tranquilizer. Another man spray-paints a number on the 
beast in fluorescent orange. 


Someone says something about gathering food for the dinosaurs. 
So far, all the ones that have been captured are plant-eaters. 


The Parasaurolophus had strong teeth and ate things like pine 
needles and oak leaves. What sort of plant would probably provide 
its food? Look through the three plant cards and see if am can 
decide. 


» When you think you know, go to 18. 


15 : | 
You have decided to help the dinosaurs. It’s not going te be 
easy, not with all those hunters down there (and the dinosaurs 
are just as i O08 as the men chasing them!) But you feet 
that it has to be done. 


You decide it’s best to wait until dark to do anything. You start. 
back down the trail, toward where the hunters had set up their 
camp. As you round a corner, you spot a small dinosaur—a 
Compsognathus—happily munching away on something. 


What is the Compsognathus likely to be eating? Look at his 
card and at the plant and insect cards and see if you know. 


» When you think you do, go to 19. 


16 ey 
You lean out a little too far, lunge for the Parasaurolophus, but 
it dodges away! You land with a thud on the ground, narrowly 
avoiding being run over by your own truck. Worse, the herd is 
still running in your direction! You’re about to be trampled! % 


¢ Make an Agility roll to try and get out of the way. 


» If your total is 11 or more, go to 20. 


» If your total is less than 11, go to 22. 


17 
Cautiously, you make your way into the jungle. You are more | 
than a little nervous, for you are moving toward the interior of | 
the island. As you round a corner on the trail, you slip in — 
mud and fall into a puddle. 


But it isn’t just a puddle. It’s a footprint—a big, three-toed footprint. | 


What sort of dinosaur might have made this print? Look 
through the dinosaur cards and see if you can find out. 


» When you think you know, go to 21. 


18 Fee : 
The Parasaurolophus would probably enjoy conifers best of all — 
(though it might have eaten anthophyta too). The leader of the | 
hunters suggests that you go into the jungle and see if you can 
find some pine needles or pine cones. When you find some, 
come back and tell the hunters, ane — send a crew in to 
gather them up. ss 


» Go to 17. 
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needles and oak leaves. What sort of plant would probably 
provide its food? Look through the three plant cards and see if 
you can decide. 


» When you think you know, go to 18. 


e Due to your injury, subtract one from all your die rolls for 
the rest of this adventure. 


23 
Looking closely at the baby T-rex, you can see that its leg is 


broken. You grab a few sticks and tear some strips of cloth 
from your shirt. You carefully place the sticks on either side of 
the T-rex’s leg, then tie them in place with the cloth. The 
splint will hold the leg straight while it heals. Hopefully, once 
the baby is up and walking again, it will scrape off the splint. 


You know enough not to hang around when your work is done. 
As you slip out of the cave, you feel the ground begin to 
shake. You dive into the bushes in time to see an adult T-rex 
coming, carrying dinner for its baby in its mouth just like you 
have seen birds do back home. 


It’s getting dark. Time to get back. When you’re sure the 
T-rex is distracted, you run. 


» If you are working with the hunters, go to 26. 


» If you are planning to free the captive dinosaurs, go to 27. 


24 
As you leave the cave, you feel the ground begin to shake. It’s 
too late to hide as you see an adult T-rex coming, carrying 
dinner for its baby in its mouth, just like you have seen birds 
do back home. 


You have a choice. You can stand stock still and hope the 
dinosaur doesn’t notice you ... or you can try to run for it. 


e If you want to run, make an Agility roll. 

» If your total is 11 or more, go to 28. 

» If your total is less than 11, go to 30. 

e If you want to stay still, make a Mind roll. 
» If your total is 12 or more, go to 29. 


» If your total is less than 12, go to 31. 
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25 
The poor thing is obviously in pain. You probe gingerly to see 
if the bone is broken. It must be, because the baby T-rex’s cry 
could wake the dead. Worse, the ground has started to shake. 
Mom or Dad has heard baby’s shout and is coming to its rescue— 
on the run! You bolt from the cave, but it’s too late; the adult 
T-rex is already coming through the trees. 


You have a choice. You can stand stock still and hope the 
dinosaur doesn’t notice you... or you can try to run for it. 


e If you want to run, make an Agility roll. 


» If your total is 11 or more, go to 28. 


» If your total is less than 11, go to 30. 
e If you want to stay still, make a Mind roll. 


» If your total is 12 or more, go to 29. 


» If your total is less than 12, go to 31. 


26 | 
In your absence, the base camp has been fully set up. Blue laser 
fences surround the perimeter. Half a dozen tents are set up 
around a central campfire. The vehicles are all parked at one 
end, away from the tents, beside a collection of fuel barrels. At 
the other end there’s a row of at least a dozen ‘‘capture 
containers” holding the dinosaurs the hunt has procured so far. 


Lights are flickering in one tent. A satellite dish has been erected, 
and the hunters are planning to beam news of their success back 
to the mainland. In the sky above, a storm is brewing. 


You half-listen as the hunters relate the story of the day’s 
events. Your eyes are on those storm clouds. Thunder rumbles 
overhead, sounding a little like the tread of a Tyrannosaurus. 
Lightning splits the sky, striking a tree near the camp 
and splitting it in two. | 

In their cages the dinosaurs begin to panic. The guards back 
away as the cages, begin to rock. Suddenly the door of one 
cage flies open.... 


» Go to 35. 


27 
In your absence, the base camp has been fully set up. Blue laser 
fences surround the perimeter. Half a dozen tents are set up 
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around a central campfire. The vehicles are all parked at one 
end, away from the tents, beside a collection of fuel barrels. At 
the other end there’s a row of at least a dozen “capture 
containers” holding the dinosaurs the hunt has procured so far. 


Lights are flickering in one tent. A satellite dish has been 
erected, and the hunters are planning to beam news of their 
success back to the mainland. 


There are three laser beams, spaced about two feet apart. The 
highest is six feet off the ground. There’s no room to climb 
underneath. You’re going to have to get a running start and 
jump over them. 


¢ Make an Agility roll and try and jump the fence. 


» If your total is 12 or more, go to 33. 


» If your total is less than 12, go to 36. 


28 
You’ve never been the fastest runner in the world, but fear 
makes you fly. The T-rex drops the prey in its mouth and whirls 
around to pursue you. Your feet hardly touch the ground as 
you dash through the jungle, not even sure of where you’re 
going, praying you’re not running too far into the interior. 


Finally the ground stops shaking under your feet. The T-rex 
has lost sight of you and given up, going back to tend to its 
offspring. You collapse to the ground, exhausted. You take a 
long moment to catch your breath, then leap to your feet. The 
ground is moving! Well, not really. It’s just that six-foot-long 
centipede you were lying on! 


It’s getting dark. Time to head back. 


» If you are working with the hunters, go to 26. 


» If you are planning to free the captive dinosaurs, go to 27. 


2 
As terrified as you are, somehow you find the willpower to stay 
perfectly still. The stories you heard must be true: The T-rex 
doesn’t have great vision; it picks up on motion. As long as 
you don’t move, it might not notice you. 


Sure enough, it goes past where you are standing to check on 
its offspring. You don’t even wait for your heart to stop 
beating so fast. You slip away and head back. 
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» If you are working with the hunters, go to 26. 


» If you are planning to free the captive dinosaurs, go to 27. 


30 
You take off running, but not fast enough. The T-rex drops the 
prey in its mouth and charges after you. Each one of its steps 
eats up a lot of ground, and you were tired before this chase 
began. With the dinosaur hot on your heels, you vault through 
some foliage . . . and find yourself at the edge of a cliff. Down 
below, the waves are crashing against the rocks. 


The T-rex is coming. There’s no place to run. If you stay and 
wait for the T-rex, it will eat you. You’re going to have to make 
the long dive into the water. 


e Make an Agility roll. 


» If your total is 11 or more, go to 32. 
» If your total is less than 11, go to 34. 


31 
You tried your best to pretend you were a statue. But it’s 


pretty hard to stay calm, cool, and collected when there’s an 
18-foot-tall dinosaur standing next to you. You finally start to 
tremble so hard that the T-rex’s head swivels toward you. Now 
you’re in for it. 


All of a sudden, running or getting eaten are your two choices. 


e Make an Agility roll. 


» If your total is 11 or more, go to 28. 


» If your total is less than 11, go to 30. 


32 
All those swimming lessons you took pay off. You dive well out into 
the air, keeping your body straight as you cleave the water. It feels 
sort of like jumping into concrete, but you manage not to black out. 
As you break the surface, you see the T-rex has already vanished— 
gone hack to its home, no doubt. Time for you to do the same. 


» If you are working with the hunters, go to 26. 


» If you are planning to free the captive dinosaurs, go to 27. 
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PERCEPTION 


MIND 


—__[ ADVENTURE3: 


THREE ae ee Cee 


your friend, and a group of InGen hunters are stranded 

Site B. Your radios have been destroyed, leaving 
you with no way to call in your boat or the helicopters. Your 
only chance for survival is to make it to the old InGen facilities 
in the center of the island and—hopefully—find a working radio 
there. 


A full moon hovers overhead as you begin your march. The 
hunters in front have flashlights mounted on their shoulders 
to illuminate the jungle in front of them. As you walk, you feel 
the angle of the ground change—you’re now moving down- 
ward, toward the interior of the island. 


Velociraptor country. 


Thick jungle growth lines both sides of the path. From off to 
your left, there comes a great crashing sound. Everyone 
stops. Is it a T-rex? Raptors on the hunt? One of the hunters 
turns to you and says, ‘Go check that out.” 


ete MIND 


Hesitantly, you creep into the jungle, flashlight in hand. You 
wish you didn’t need to carry it, for the light might attract the 
attention of a T-rex or another predator. But no moonlight can 
make it through the dense jungle of trees here. 


You swing the light past banks of foliage . . . and suddenly the 
light is playing off scaly skin. You run it up the length of the 
dinosaur’s body and its neck seems to go on forever. It’s con- 
tentedly munching the leaves off the top of a tall tree. 


What sort of dinosaur do you think this might be? Look 
through the dinosaur cards and see if you can find out. 


» When you think you know, go to 3. 


© 


NUMBER 


: 2 
““Guess there’s:no harm in telling you,’’ one of the men says. 
“‘Some of the boys came across a baby T-rex in a cave. Leg was 
broken. We hadn’t even had a chance to put it in a cage when 
the dinos stampeded. So we’re bringing it with us to take back.” 


Do you think this is a good idea? 


+ If you do, go to 8. 
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you want to ask someone for advice about it, go to 10. 


. If you want to try to talk the men into releasing the baby T- 


rex, make a Mind roll. 
» If your total is 14 or higher, go to 9. 
»> If your total is less than 14, go to 14. 


3 
The Mamenchisaurus doesn’t even notice you so far below. 
You quietly sneak back to the trail, emerging at the end of the 
column of marchers. They’re taking a rest for a few moments. 
Most of them are carrying rifles or backpacks, but you notice 
that four of the men have been lugging a heavy crate. As you 
draw closer, you see the crate has airholes! 


° If you want to look inside the crate to see what’s in there, 
make a Perception roil. 


» If your total is 10 or higher, go to 5. 


» If your total is less than 10, go to 7. 


° If you want to ask the men what’s in the crate, make a Mind 
roll. 


»If your total is 11 or more, go to 2. 


» If your total is less than 11, go to 4. 


Bx 


4 
“Never mind what’s in here,” one of the men growls. “You just 
stay away from this crate.” Pre 


From inside the box comes a familiar cry. 


e Make a Mind roll to see if you remember what makes that 
kind of sound. 


» If your total is 11 or more, go to 11. 
» If your total is less than 11, go to 13. 
5 

You peer into the airholes. Inside, you see the baby T-rex 
struggling to stand erect. The hunters must have come upon 
and captured it, but they did not have time to put it with the 
rest of the dinos before the stampede. They must be planning 
to transport it to the mainland. 


Do you think this is a good idea? 
» If you do, go to 8. 


» If you want to ask someone for advice about it, go to 10. 


¢ If you want to try to talk the men into releasing the baby 
T-rex, make a Mind roll. 


» If your total is 14 or higher, go to 9. 
» If your total is less than 14, go to 14. 


bean n install struggling to ae it to ns feel. Bi u a 
carry it a little way down the jungle path . nail in time to see 
its parents coming! You place the baby gently on the ground 
and take off for the camp, shouting a warning as you run. 


Bot 


NUMBERTMIDEE 


Time to look for a place to hide. 


¢ Make a Perception roll. 


» If your total is 10 or more, go to 19. 
+ If your total is less than 10, go to 16. 


You peer into the airholes but can’t make anything out. Still, it’s 
obviously alive, whatever it is. You hope that if, as you suspect, 
it’s a baby dinosaur, its parents don’t come looking for it. 


8 
Well, at least the hunters will have something to show for their 
trip. After all, you’ve left the adult T-rex far behind by now, 
right? It won’t be able to trail you this far into the 
jungle . . . will it? 
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9 
It takes a lot of arguing, but you finally manage to convince the 
hunters to let the baby dinosaur loose. There’s only one problem: 
It can’t walk on its own. But from the way the ground’s shaking, 


t iat s hot going to matter in a moment or two. 


The ‘group takes off running, leaving the baby T-rex behind. 


Behind you, two adult Tyrannosaurs emerge from the jungle, 
charging straight for the group. Abandoning all their equipment, 
» fly down the path, seeking safety. One of the rexes 
stops to sniff the baby dinosaur. The other pursues the humans. 


hut, | pl re luck, you all manage to make it away safely. But now 
ee is exhausted. You still have at least another mile and 


a half to go. One of the hunters suggests you set up camp for 
an hour or two before resuming the march. 


You help the hunters pitch the tents. As you work, you look 
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over and see one of the men using a partially broken piece of 
wood as a tent stake. There’s a stain on the end of the stick. 


e Make a Perception roll to see if you know what it is. 


» If your total is 12 or more, go to 15. 


» If your total is less than 12, go to 17. 


10 
Your friend is shocked when you tell her the news. “They must 
be crazy. A T-rex has a terrific sense of smell. If we’re carry- 
ing her baby, she’ll be able to track us from miles away.”’ 


e If you want to try to talk the men into releasing the baby 
T-rex, make a Mind roll. 


» If your total is 14 or higher, go to 9. 
» If your total is less than 14, go to 14. 


11 
You have heard that sound before! It’s the cry the baby T-rex 
made in the cave! Some of the hunters must have found the 
poor thing and crated it up. Now they’re planning to take it 
back to the mainland. 


Do you think this is a good idea? 
»> If you do, go to 8. 


» If you want to ask someone for advice about it, go to 10. 


e If you want to try to talk the men into releasing the baby 
T-rex, make a Mind roll. 


» If your total is 14 or higher, go to 9. 
» If your total is less than 14, go to 14. 


12 
Finally, the marchers reach the island ridge. From here, you 
can see all the way to the far side of the island, a rim of hard 
black cliff miles away. Between you and the edge of the island 
there is nothing but jungle. 


The lead hunter says the operations center is about a mile and 
a half away. He suggests everyone put up their tents and rest 
for an hour or so before resuming the march. 


You bed down, but can’t sleep. You lie on your side, your eyes 
on a puddle of water just outside your tent. Suddenly there’s 
a distant rumble and the puddle seems to jump. You’ve expe- 
rienced that before. You bolt out of your tent in time to see 
two Tyrannosaurs burst through the trees! They must be after 
the contents of the crate, but they’ll devour anything that 
gets in their way. 


Time to look for a place to hide. 


¢ Make a Perception roll. 


» If your total is 12 or more, go to 19. 


» If your total is less than 12, go to 16. 


13 
The sound seems familiar, but you don’t recognize it. Still, it’s 
obvious there’s something alive in there, and it can’t be very 
big or very heavy. The box is too big for a Compsognathus. It 
couldn’t be a baby dinosaur, could it? 


¢ If you want to look inside the crate to see what’s in there, 
make a Perception roll. 


» If your total is 10 or higher, go to 5. 
» If your total is less than 10, go to 7. 


4 
The men refuse to listen to your arguments. There are too 
many of them, and they’re all armed, so there seems no way 
to rescue the baby. Maybe when you set up camp... . 


Finally, the marchers reach the island ridge. From here, you 
can see all the way to the far side of the island, a rim of hard 
black cliff miles away. Between you and the edge of the island 
there is nothing but jungle. 


The lead hunter says the operations center is about a mile and a 
half away. He suggests everyone put up their tents and rest for an 
hour or so before resuming the march. You bed down, but can’t 
rest—you know that the baby T-rex is going to mean trouble. 


You peer out of your tent. Only one man is near the crate now. 
If he could be lured away, maybe you could free the baby dino. 
You slip out of your tent and make it to the rim of the jungle, 
near where the guard stands. 


wee eee eee 
of “te, 


x 


j 


e Make a Mind roll to try and trick the guard. 


=» If your total is 11 or more, go to 6. 


» If your total is less than 11, go to 24. 


15 
You get a sick feeling as you realize that the piece of wood is 
from the crate that held the baby T-rex. And the stain could 
be blood from the baby. If it is, the Tyrannosaurs will have a 
way to track you! 


Just as you realize this, there’s a loud rumble. The puddle of 
water near you vibrates. Everyone looks up, worried. 


e If you want to try to bury the stick, make an Agility roll. 


» If your total is 12 or more, go to 18. 


» If your total is less than 12, go to 20. 
e If you want to try to hide, make a Perception roll. 


» If your total is 12 or more, go to 19. 
» If your total is less than 12, go to 16. 


16 
You look everywhere but can’t find a hiding place! One T-rex 


is stalking the hunters, who are running for their lives in every 
direction. You see the dinosaur pursuing them down a narrow 
ravine. The other T-rex is heading in your direction! 
Desperate, you turn and see a steep rocky slope. 
If you can climb it, you can probably escape the T-rex. 


e Make a Strength roll. 


» If your total is 11 or more, go to 21. 


» If your total is less than 11, go to 23. 


17 
You’re not sure what could have made that stain. And you don’t 
have time to worry about it, either. There’s a loud rumble and 
the puddle beside you begins to vibrate. You know that sound 
all too well—T-rex! 


Two Tyrannosaurs burst loudly through the trees, heading for 
the camp! | 


Time to look for a place to hide. 
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Time to look for a place to hide. 


e Make a Perception roll. 


» If your total is 12 or more, go to 19. 


» If your total is less than 12, go to 16. 


18 
You dig rapidly in the soft ground, trying to bury the stick 
deep. Everyone looks at you like you’re crazy, but you know 
that stick is like a magnet for the T-rexes. 


Finally, you pack the mud on top of it, just as the dinosaurs 
burst through the trees. They seem to hesitate for just a 
moment—the scent they had followed is gone. 


Time to look for a place to hide. 


e Make a Perception roll. 


» If your total is 11 or more, go to 19. 


» If your total is less than 11, go to 16. 


19 
You spot a niche in the rock wall off to your left and slip inside 
it. A second later, one of the T-rexes turns in your direction. He 
sniffs the air a time or two and heads right for you! His massive 
jaws open wide, but... the niche is too narrow and too deep for 
him to reach you. He tries again and again, then finally roars in 
frustration and stalks off to look for easier prey. 


» Go to 22. 
| 20 
You dig deep into the mud, but not fast enough. The two 


Tyrannosaurs burst through the trees and one of them heads 
straight for you! You drop the stick and run. 


e Make a Perception roll. 


»> If your total is 13 or more, go to 19. 


» If your total is less than 13, go to 16. 


21 
You race to the slope and climb rapidly. Once or twice your foot 
slips, but you manage to make it to the top. The slope is too steep 
for the T-rex to climb, and if you stay well back from the edge, it 
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° Make a Perception roll. 
_» If your total is 11 or more, go to 19. 
» If your total is less than 11, go to a 


Boulter: It todas as ie Thead: as vou can see. But what is 
_ truly stunning is the sheer number of dinosaur skeletons. 
~ Some of the dinosaurs are long dead, judging by how clean the 
~ hones are. Others must have died just recently. 
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_ From your right, you hear a distant rumbling, as if cattle were 
= stampeding. You turn to see a herd of large, birdlike dinosaurs 
that vaguely resemble ostriches. They’re heading right for you! 
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™ olf you think they are Velociraptors, go to 49. 
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the good news. All of a sudden, you hear her scream! Then 
there’s a crash of glass—a Velociraptor has just kicked in the 
window of the radio room! 


You run out of the building, desperately seeking a place of refuge. 


¢ Choose one of the three possible places to hide: 


» A big, corrugated metal building, go to 38. 
» A gas station, go to 36. 
» A house, go to 34. 


32 | 
Your foot slips on the uneven ground and you fall into the 
ribcage of a long-dead dinosaur, shattering some of the 
smallest bones. The Velociraptors’ heads swivel around toward 
you and they start to move. 


You leap to your feet and race for the town, desperately seeking 
a Safe place to hide. 


e Choose one of the three possible places to hide: 


» A big, corrugated metal building, go to 38. 
» A gas station, go to 36. 
» A house, go to 34. 


33 
You can’t find the ON switch for the radio. Maybe your friend 
can figure it out.... 


All of asudden, you hear her scream! Then there’s a crash of glass— 
a Velociraptor has just kicked in the window of the radio room! 


You run out of the building, desperately seeking a place of refuge. 


e Choose one of the three possible places to hide: 


» A big, corrugated metal building, go to 38. 
» A gas station, go to 36. 
» A house, go to 34. 


34 
You duck into a house that’s not really much more than a frame- 
work, but there is a basement you can hide in. You take the 
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steps two at a time, closing and locking the door behind you. 
For a while, all is silence. Then you hear what sounds like 
scratching on the basement door. After a while it stops. 
Suddenly, one of the raptors kicks in a basement window and 
tries in vain to squeeze itself inside. When that fails, it goes 
back to the door, hurling its body against the flimsy wood. It’s 
only a matter of time before the door gives way. You had 
better think of something! 


e Make a Mind roll. 


» If your total is 11 or more, go to 37. 


» If your total is less than 11, go to 38. 


35 
Congratulations! You’ve made it all the way through the three 
Lost World adventures in this book. For more fun, you can play 
the adventures again using different characters or trying 
different paths to success. Or you can even make up your own 
adventures using the cards and some of the ideas in this book! 


36 
You flee into the gas station, slamming and locking the door 
behind you. The Velociraptor hurls itself at the door, but to no 
avail. Then it notices the plate glass window and smashes its 
way in. The ’raptor clings to the ledge, looking inside. 


Uh-oh. You’ll never make it to the door now. 


e Make a Perception roll to see if you can find anything that 
will help you. 


» If your total is 12 or more, go to 40. 


» If your total is less than 12, go to 39. 


37 

You have to work fast! That door won’t hold forever. You quickly 
duck under the staircase and jump, clinging to the bottom of one 
of the steps with one hand. In the other hand, you hold an empty 
bottle. The Velociraptor knocks the door down, sending it crash- 
ing down the stairs. You throw the bottle across the room, and 
the sound of it smashing attracts the dinosaur’s attention. The 
Velociraptor springs down the stairs to investigate the noise. 


This is your chance. You have to swing up onto the stairs and 
make your escape. 
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e Make a Strength roll. 
» If your total is 11 or more, go to 42. 


» If your total is less than 11, go to 46. 


38 
You run into the metal building with your friend. It’s window- 
less and largely empty, but a portion of the roof has been torn 
off by the hurricane. Scaffolding and catwalks lined with 
heavy chains hang above you. 


You and your friend seem to be safe, until you hear the sound 
of something digging in the dirt. The Velociraptor is digging 
its way under the door! Desperate, you leap for the 
scaffolding. ... 


¢ Make a Strength roll to see if you can climb up the 
scaffolding to the roof. 


» If your total is 12 or more, go to 47. 
» If your total is less than 12, go to 48. 


39 
You’re stuck. You can’t think of any way to stop the 


Velociraptor in time. You back away as it advances, hoping 
that at least your friend can get away safely. 


© Well, you tried—but the Velociraptor is a pretty tough 
opponent to beat. At least he’ll get a meal out of it—you! Still, 
you can always try again next time with another character! 


| 40 
You only have seconds to act. You snatch up the nearest 
object—a gallon jug of oil—and hurl it at the Velociraptor. The 
dinosaur raises its clawed foot to swipe at the oncoming 
missile, slicing it open. The oil covers its face and the ’raptor 
Staggers, blinded, as you race out of the gas station and head 
for the INGEN OPERATIONS CENTER. 


Locking the door behind you, you find the radio room. The 
radio is still there! 


e Make a Mind roll to see if you know how to work the radio. 


» If your total is 12 or more, go to 41. 


» If your total is less than 12, go to 43. 
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41 
Crossing your fingers, you flick the switch on the radio—and it 
hums to life! Quickly, you grab the microphone and broadcast an 
S.0.S. A few seconds later, you get an answer back. One of the 
InGen helicopters picked up your signal and is coming to get you! 


A few minutes later, you hear the distinctive sound of a heli- 
copter landing on the roof. The sudden arrival of the huge, 
noisy machine spooks the Velociraptors, giving your friend a 
chance to escape and join you. 


» Go to 45. 


42 | 
With your last bit of energy, you swing up onto the staircase 


and race out of the house and down the street. You can see the 
INGEN OPERATIONS CENTER ahead of you, and you dash inside, 
locking the door behind you. Inside you find the radio room, 
with the radio still intact! 


e Make a Mind roll to see if you know how to work the radio. 


» If your total is 12 or more, go to 41. 


» If your total is less than 12, go to 43. 


43 
You can’t find the ON switch. Fortunately, your friend has 
escaped the Velociraptor that was chasing her. You hear her 
calling and let her in through the window. She gets the radio 
working and calls in an InGen helicopter. 


A few minutes later, you hear the distinctive sound of the 
helicopter landing on the roof. 


» Go to 45. 


44 
You wake up just in time to see two Velociraptors closing in for 
the kill. That’s what you get for sleeping on the job! 


@ You’re dead. Select another character and start the game over. 


45 
You and your friend climb aboard the InGen helicopter as it lifts 
off. You can see the Velociraptors still prowling the ruins of the 
town below. 


You’re told that the survivors of the InGen expedition have 
been saved, too, but they’ve given up on trying to get any of 
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the dinosaurs off the island. The = are irs too powerful 
and too dangerous to mingle with humans ... better that they 
are left here to thrive in the wild. wh ee 


Someday, perhaps, you’ll come back here for more adventures. 
But for now it feels good to be ae home. 


» Go to 35. 


46 
You tried your Piet .. . but after all you’ve been through, you 
just don’t have the strength to make it to the stairs. You try to 
run up them, but the Velociraptor cuts you off. Looks like this 
is it: the end of the line. 


© Well, you tried, but the Velocitamtar is a tough opponent to 
heat. This ’raptor is a friendly one. He wants you to come over 
for dinner. Guess what’s on the menu? YOU! 


Oh well. You can always try again next time with another character! 


47 

You and your friend grab for the scaffolding and scramble up 
as the Velociraptor makes it inside. It springs up into the scaf- 
folding, too, but you two have enough of a lead. You make it 
through the opening in the roof and leap out into space, land- 
ing on the roof of the operations building. From there you can 
get inside and find the radio roc 
You find a roof door and as building until you find the 
communications center. The radio is still intact! 


° Make a Mind roll to see if you know how to work the radio. 


» If your total is 12 or more, go to 41. 
» If your total is less than 12, go to 43. 


48 
You leap for the scaffolding . . . but don’t quite make it, land- 
ing at the feet of the Velociraptor. Your friend looks back, but 
you shout, “‘Make it to the roof! Go!” At least you know she'll 
be safe. 


© Well, you tried your best . . . but the Velociraptor is a tough 
opponent to beat—and it looks like this one is in the mood for 
a human burger, medium rare! 


Oh well. You can always try again next time with another character! 


49 
You think they are Velociraptors . . . but what would such 
fierce dinosaurs be running from? And you don’t see any sign 
of the clawed foot that makes the Velociraptors so dangerous. 
You guess that they are running about 25 miles per hour and 
heading straight for you! 


Take another look at the dinosaur cards now that you have 
additional clues. 


» When you think you know what sort of dinosaur this is, go to 27. 
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Welcome to The Lost World: Jurassic Park 
| where once-extinct dinosaurs now run wild! In this revolutionary 
evolutionary new game, you'll be catapulted into a 
dangerous reality based on the hit film! 
Go head to head with Jurassic and Cretaceous 
| Era beasts in a bloody battle for survival! Roll 
the dice, choose your character cards, assume 
| identities, and enter The Lost World-” 

| Will you hunt down the Velociraptor? Risk your 


: . life to save a baby T-rex? Or will your plans he 
ee sabotaged by the greedy InGen Corporation? Be 
careful! What you decide will either lead to your 
character being a hero... or lunch for a hungry 
T-rex! 
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